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THI MATI | brings together the 

Cyberpunk 2077 base game and its spy-thriller expansion 
Phantom Liberty in one explosive package. We carefully ~ 
crafted this booklet to give you a comprehensive overview of 
what you can expect from this journey into Night City - with 
additional insights from our team at CD PROJEKT RED on how 
to enjoy your time as an up-and-coming mercenary. 
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UPDATE 2.1 1S HERE - WHAT'S NEW? 


Released alongside the Ultimate Edition on December Sth - as a free update for all owners of Cyberpunk 2077 on Xbox Series X|S, PlayStation 5, and PC - 


Update 2.1 adds even more new content to the game as well as numerous tweaks and improvements, helping to make Night City feel even more alive and 


immersive. Here are the highlights from this latest update: 


> METRO 


All aboard the brand-new NCART system! Since we first announced 
Cyberpunk 2077, our community has been asking whether or not Night 
City would get a functional metro travel system. With Update 2.1, we 
can happily say: yes! Now, you're free to walk up to any NCART station 
and experience the sky-metro line in real-time. Choose your destination, 
take a seat, and enjoy the ride alongside other Night City residents 
going about their daily business. Sit back and watch the city go by - 

the NCART provides an efficient service and a welcome break from the 
hustle and bustle of the life of a cyber-enhanced merc on the job. 


> ADAM SMASHER BOSS FIGHT OVERHAUL 


Smasher. Nemesis of Johnny Silverhand, David Martinez, and who knows how 
many other cyberpunks who tried their luck in the city of dreams. As the final 
boss of the base game, Smasher has received a major upgrade, in keeping 
with his powerful presence in the hit anime Cyberpunk: Edgerunners. Now, 
face the wrath of this borged-out monster as he employs smarter, more 
aggressive tactics - and utilizes more dangerous weapons. Smasher is also 
now equipped with Sandevistan, making him even more intimidating and 
dangerous (yes, that is apparently possible...). 


>NEW PARTNER HANGOUTS 


Share more special moments with your special someone. We've added a 
range of new hangout events to enjoy with your romantic partner. V can 
invite them over to the apartment to chill on the sofa, listen to music, or 
just spend some quality time together. 


> RADIOPORT 


Ever been riding to your next gig in your car or bike and vibing to 

the tunes on the radio... but then you arrive, you gotta delta, and the 
song's not even halfway done? Nightmare. But now, thanks to V's new 
Radioport, you can take Night City’s eclectic soundscape with you 
wherever you go (including on your regular NCART rides!). Bump to 
Impulse Radio's intense DJ set, unwind with some smooth Royal Blue 
jazz, or song-hop between every station to find something that fits the 
feeling of the moment! 
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WHEN STARTING WITH THE BASE GAME 


After customizing your V, you'll receive seven points to spend across five 
different attributes. Each attribute comes with three points already, and at this 
stage you can level up any skill to a maximum of six, meaning you can max out two 
attributes or choose a more rounded build. After confirming all of your choices, 
you will begin the first mission - one that is decided by the lifepath you chose 
earlier. 


ee 


WHEN STARTING WITH PHANTOM LIBERTY 


After selecting your difficulty, lifepath, and V’s physical attributes, you will start 


the game in Pacifica at level 15 with your attributes already chosen for you. Your 
lifepath does not affect the beginning of the expansion and will only appear in 
certain dialogue options, as well as affect what certain characters say to you. 


You can choose to Reset Attributes for free one time to redistribute the points 
as you see fit. Your inventory will also contain a selection of weapons and 
cyberware - although the game starts with a call from Songbird, you are able to 
visit a ripperdoc and gun store at this stage if you wish to swap what you have, 
though you will only start with 20,000 Eurodollars. 
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COOL 
Determines your assassination 
Skills and stealth abilities and 
improves your proficiency 
with precision rifles, sniper 
rifles, handguns, and throwable 
weapons. 


a> 


REFLEXES 
Determines your 
maneuverability and ability 
to evade enemy attacks and 
improves your proficiency with 


assault rifles, submachine guns, 


and blades. 


off fo 


TECHNICAL ABILITY 


Determines your techie 
know-how. Invest in this skill 
to improve proficiency with 

explosives, Tech weapons, and 


to unlock higher-tier cyberware. 


INTELLIGENCE 
This skill tree governs netrunning 
abilities. Invest here to increase 
how many hacks you can upload 
on to a single enemy, decrease 
cooldowns between hacking by 
increasing RAM size, and improve 
your handling of Smart weapons. 


BODY 
Determines your raw physical 
power and fortitude. Invest 
to improve proficiency with 
shotguns, light machine guns, 
and blunt weapons. 


PRP UUOd 2rx Xx 


RELIC 
This skill tree is not unlocked 
until you trigger the first 
mission associated with 
the spy-thriller adventure 
Phantom Liberty. Once unlocked, 
it offers access to powerful, 
new capabilities for cyberware. 
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NIGHT CIT 


THE CITY OF DREAMS beckons, but your first time within its borders may 
prove to be an overwhelming feast of decisions - from what skills to invest 


in and what weapons to choose to which quests and locations are worth 
exploring. With so much to do and see - and so many ways to do and See it - 
we Invited our devs to highlight some of the unmissable moments. From a build 
that lets you mow down enemies without taking damage to 10 cool things to 

do in Night City, dive into this chapter for some inspiration on what to do when 
you come to town. 
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PERKS 


Our build will focus mainly on the Body and Tech trees. At the start, 


we want to unlock the Pro Tech level to have access to some key 


perks as well as increase our base Cyberware Capacity as much as 
possible. Use your Perk Points on: 
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Painkiller 


) 
sj Seles) 
Glutton for 
War 


Speed Junkie First Aid 


ve. L 


Transfusion 


All Things Cyber 


Our first big Milestone 
Perk. 


Lucky Day 
We want to start building 
our Crafting Components 
stack ASAP! 


\ 


) 


From there, depending on how eager you are to use LMGs, you can either 
go for the Phenom Level of Tech or Bady. With this build, I'll choose the 
latter and invest 15 Attribute points into Tech to snatch the LICENSE 
TO CHROME Milestone Perk. From that point on, we will be putting all 
our Attribute Points into the Body Tree, where we will go all the way up 

to Master Level Perks. Once we unlock PHENOM BODY we should put 
our Perk Points in either the Left or Center Branch. If you don't feel tanky 
enough yet, go for ADRENALINE RUSH. If you feel like damage is what 
youre missing, go for Spontaneous Obliteration. You want as many Body 
15 side perks as possible, with the BLOODLUST Perk being the cherry 
on top. 
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CYBERWARE 


Our first Armor piece is going to be SUBDERMAL ARMOR; 
however, this is nowhere near the level of tankiness we are going 
for. That’s why we'll also need to purchase some other pieces, 
mainly the Proxishield, Bionic Joints, and Scar Coalescer together 
with Fortified Ankles. After gaining a few levels we should be able 
to buy Heal-on-Kill, Blood Pump, and Biomonitor. At Tech 15, we 
can unlock the Cellular Adapter with the BUILT DIFFERENT 
Perk. It'll increase our Armor greatly with little Cyberware 
Capacity investment. 


Once we reach Dogtown’s Stadium, our first purchase should 
be aCHROME COMPRESSOR. For now, we want as much 
Cyberware Capacity as possible, because our next pieces are 
going to be very expensive. With more capacity and a few more 
levels we should be able to afford Epimorphic Skeleton, Para 
Bellum, Painducer and most importantly - Chitin. If there’s any 
room to spare, then Cockatrice Optics and Shock Absorber/ 
Immovable Force will greatly help with DPS. If you ever find 
yourself sitting on too much Cyberware Capacity, then go ahead 
and grab a Sandevistan of your choice. 
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WEAPONS 


Since our early Perk and Cyberware selections don't give 
us many damage bonuses, we should lean towards weapons 
with naturally high damage per hit - Shotguns. Once Watson 
opens up, keep Takemura waiting and immediately go to 
Corpo Plaza to pay tribute to Rebecca and get her GUTS 
SHOTGUN, which we'll be upgrading as we go, which is 
why we want as many Crafting Components as possible. 


Be sure to dismantle any weapon you're not planning 

to use, as well as any piece of clothing. You can craft 
higher Tier components and upgrade your iconic weapons 
in the Crafting Menu. Try not to use too many crafting 
components on Cyberware since better versions of those 
can be purchased at higher levels. 


Once we progress the story a little bit we should find 
ourselves around the Sunset Motel in the Badlands. Next to 
the motel, there will be another weapon vendor sitting by 
the van. This lady has the best selection of LMGs including 
the MA70O, which otherwise could be a bit difficult to find. 
The moment Dogtown becomes accessible to you, go 

and grab MA70 XMOD-2 ASAP. Similarly to Guts, we'll be 
upgrading this one as we go. Make sure to craft a Power 
Weapon Mod from the Chimera and put it on MA7ZO to unlock 
potentially the best crowd control weapon in the game. 
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END GAME 


With all our Cyberware Pieces, Perks, and Weapons we're 
ready to elevate our build even further. To do so, we want 
to invest our remaining Attribute Points into Reflexes to 
unlock AIR DASH and the remaining Perk Points into 
PYROMANIA and its related perks. Pyromania stacks 
are another way to improve our Mitigation and with a good 
grenade, can also further improve our crowd control. (Ask 


Ozob for recommendations.) Good luck and have fun! 


14 


GvySv S7S8Srp 1S 


o5 
PHANTOM LIBERTY 


06 
OUR APPROACH TO 
LOCALIZATION 


01 02 03 04 
THE ULTIMATE NEW TO NIGHT CITY? CHROME, PAINT, UNFORGETTABLE 
EDITION TEXT WRIES “6 PTXEES FACES 
wl 
» » » A A D IN B D 
ve 


AS A PROFESSIONAL MERC, | LIKE TO BE SNEAKY ON MISSIONS. 

| infiltrate the building, planning routes through cameras, luring enemies 
with a recon grenade or distraction device. If an enemy spots me, | swap 

to all-in mode and start blasting. This build is fast, with high explosive 
damage — from activating Overclock and queuing up control hacks followed 
by brain melt to unloading grenades and following with a projectile launcher 
salvo. If anything is left standing, a shotgun takes care of It. 
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PERKS 


WERK, 
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Doom Launcher 


Copy-Paste 


| 


Ninjutsu 


To start the build, invest 50:50 into the Tech and Intelligence tree at the same time. Get both to 


9 as soon as possible to unlock extra healing items and grenades, as well as more cyberware 


capacity. In Intelligence, | want to invest in the Hack Queue, Ram Regen and Quickhack damage 


(the middle part of the tree). As | progress and encounters become more crowded, | get 


Optical Camo and start investing into the middle tree of Cool. 


Skill Tree: TECHNICAL ABILITY 


=> 
=> 
= 


=> 
> 


Health Freak — Need as much healing for Overclock as possible. 

License to Chrome —- Getting as much cyberware as possible. 

Pyromania + Burn This City — Packed perks give us more of what we need: survivability 
and stronger grenades. 

Doom Launcher — Combine this with Jailbreak from the Relic tree! 

Built Different — A must have! Payoff for high Tech investment. 


If you're struggling with damage, you can unlock additional health perks from this tree. 


Skill Tree: INTELLIGENCE 


> 


Hack Queue — This perk really ties the Intelligence tree together. There are so many 
quickhack combos to try out! 

Overclock — RAM costs of quickhacks increase as their tiers go up, so Overclock gives us 
a reliable way of turning our health into RAM. 

Copy-Paste — This one is areal cherry on top. | advise everyone to try this perk. 
Forcekill Cypher — Useful if you're struggling with the access points. As a netrunner, you 
shouldn't be missing them as they are a reliable source for new hacks and resources. 


Skill Tree: COOL 


> 


> 


Ninjutsu — Crouch sprint helps with the sneaking around part of the build. 
Creeping Death — Makes optical camo usable in combat. 


HO; HLivsls 
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CYBERWARE 
>  Cyberdeck — ! go with Arasaka Shadow, and if | follow 
the story of Phantom Liberty in a certain way | like to 
use the Militech Canto cyberdeck also. 
> Projectile Launcher — A necessity. 
> Cellular Adapter — This helps since | invest heavily into 
the Tech tree. 
>  Epimorphic skeleton — More health works well with 
Overclock. 
> RAM Recoup - This cyberware turns getting shot at 
from up close and playing with a lot of explosive stuff 
into something positive. 
FEELING INSPIRED BY THESE BUILDS? 


HEAD OVER TO THE CYBERPUNK 2077 BUILD PLANNER 
AND SEE WHAT YOU CAN COME UP WITH! 
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WEAPONS 


> Guts — You can get this powerful shotgun easily, 


> Problem Solver - Can be found in the Wraith 


hideout during the “Riders on the Storm” quest. 
Recoil and spread is not an issue if you're one 
meter away from the enemy. 

>  Malorian Arms 3516 - A bit late game, but | can't 
stop myself from using Johnny's gun for that 


extra cool feeling. 


just visit Memorial Park and look for three monks. 


END GAME 
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Now's the time to unlock both the left and middle Master 
perks in the Tech and Intelligence trees. The Relic tree is 
also a must-have for fully unlocking the Projectile Launcher 
and Optical Camo capabilities. At this point, it’s important 
to find the right balance; stack up as much cyberware as 
possible to increase the chance of your Edgerunners perk 
triggering, but make sure to save enough health to make 
use of Overclock. Sneak past enemies or simply get close 
enough to unleash your full might: use shotgun blasts, 
grenades, and rocket salvos to decimate enemies. 
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ILTIMATE EDITION is 
Inologically advanced games 
arket, offering a complex open 

7 life, a world that draws you in for 
hours upon hours and offers experiences unlike any 
other; one that in terms of mood, diversity, and depth 


is truly unparalleled. 


Night City is an intense place, sometimes 
overwhelmingly so, with its ever-present neons, 
pulsating lighting across an unending slew of tech 
and machinery, ads of all shapes and sizes around 
every corner that are locked into a constant battle 
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for our attention. All the while, sleepy megabuildings 
and skyscraping corporate havens tower over the 
labyrinths of streets and alleys, from which all 
semblance of hope has been ruthlessly burnt away 
by the blinding lights of the dark future. Night City 
can be illusive, but you can’t deny the sheer wealth 
of styles on display here, nor its beauty - even if it’s 
Skin deep. 


In this chapter we'll be taking a closer look at Night 
City, as well as the technology that powers the open 
world of Cyberpunk 2077. 


THEN SHOOT SOME MORE/ THE STAGE THAT IS NIGHT CITY/ CUTTING-EDGE TECH 


LAYERS OF NIGHT CITY / SHOOT FIRST... 
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NIGHT WHEN YOU‘RE IN NIGHT 
CITY City, DONT FORGET 10: 


Te th > Always be on the move - you're free to 
explore everything the town has to offer, 


with no loading screens to slow your 
journey. 
> Keep your eyes peeled - and not just 
to guard against cyberpsychos. Every 
L AY E R S 0 iW t hi T C T Y corner of the city contains something 


worth checking out, whether it’s a new 


gig, a unique view, a piece of tech hiding 


The history of Night City is a rich one, with a community that is distinct in the trash, or something else. 

and vivid. Both Night City’s past and its people have had an impact on > Aim high - literally and figuratively. Night 
the megalopolis in its look and feel. The various districts differ from one City’s verticality is part of what makes it 
another, and at every step you can see that the city is alive and belongs SO imposing and impressive. Just watch 

to the people who have left their mark on it. out: the higher you climb, the more you 


have to lose. 
Built as a capitalist mecca by Richard Night in the late 1990s, by 2077 
the years of corporate control, rampant poverty, and gang presence 


have left their mark on everything from Night City’s architecture to its 
fashion. From the sleek and imposing Corpo Plaza to the sun-scorched 
stretches of the Badlands, each part of Night City contains a rich 
history and lively citizens, whose attitudes and behaviors reflect the 
city that’s shaped them. Individual districts all hold unique identities, 
showing off just how alive every area feels - and how much it owes to 
the people who populate them. 


THERE'S NO PLACE LIKE HOME 


Night City is made up of distinct districts, all with their own histories, 
character, and unmistakable style. Together, they form an incredible mix 
of danger, degeneracy, and opportunity like no other. But who better 

to describe the districts than the people who live there? Let's let them 
talk. 
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DOGTOWN 


qq I'M TELLIN’ YOU, YOU MIGHT NOT GET 
IT, BUT DOGTOWN’S A DECENT PLACE. 
CORPOS FROM NIGHT CITY MIGHT CALL US 
A FAILURE, A RUINED DISTRICT, A WART 
ON NIGHT CITY'S ASS. BUT FIRST OF ALL, 
WE KEEP TO OURSELVES AND WE KEEP AN 
EYE ON EACH OTHER. AND SECOND OF ALL, 
AT LEAST WE HAVE SOME RULES, HARSH 
THOUGH THEY MAY BE. THAT'S MORE THAN 
YOU CAN SAY ABOUT NIGHT CITY. 


- KENNA POSKE 
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DOGTOWN’S LONGSHORE 
STACKS DISTRICT — 
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| have to say my favorite part of the game | worked on 
wasn't a concrete mission, contract, or other open world 
activity - instead, it was the entirety opeengsnore Stacks, a 
part of Dogtown that players.may recognize from the main 
quests located in The Math. Our artists and level designers ti 
dida fantastic job drawing out the verticality of the area, 
which made it easier for us to plan out where to put the 
neighborhood's residents, unique vendors, mini-stories, and 
collectibles that show off the difficulties of living 


a difficult place. On top of that, the unique appearance of 


uch 


Longshore Stacks residents makes this one of the most J 
unique areas in Dogtown, if not in all of Night City - at least, I'd 
vouch for that fact! 


When designing all of our neighborhoods, we look for unique ka th , 


places and important community gathering spots that add — 
additional narrative layers. One interesting challenge was 
“ay 


‘ 

44 
? 
® 


finding a spot like that in Longshore Stacks. During production — 


ie aes 


we came up with the idea of having a tree in the very center of 
the plaza, where residents could hang photos of disappeared 
loved ones. This tree allowed us to then add unique scenes » 
and conversations between locals, creating further depth in 


the already sad story of this district. 


—- MICHAt MARCINKOWSKI 
SENIOR OPEN WORLD COORDINATOR 
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MAKING WEAPONS . 


q a When designing weapons for Cyberpunk 2077, which are an inherent part 

of its brutal, dystopian world, we adhered to three major principles. Firstly, each 
weapon needed to be believable. In'the real world, weapons utilize an assortment 
of complex mechanisms where function is more important than appearance. This 
is something we wanted our designs to reflect, with each weapon working logically 
and its aesthetics closely tied to how every piece of machinery inside comes together 
functionally. Even for our more “outlandish” designs, we dedicated ‘significant time 
to creating believable and functional mechanisms, though some aren't always visible 
to the players. Secondly, since each player gets to create their own character 
in Cyberpunk 2077 — from looks, to abilities, to perks, and more — and mold them into 
their own brand of cyberpunk, each weapon had to support that fantasy. You can 
become a raging-battering-ram of a solo, a killer netrunner, a-sniper taking out targets 
from afar — or create a character that’s a combination of all of these, and more! When 
expanding the in-game arsenal, we wanted the weapons there to provide inspiration 
for players to create their one-of-a-kind edgerunner, offering maximum gameplayas 
variety and, in turn, a deep and unique experience. And thirdly, our weapons needed : 
to support the world-building in Cyberpunk 2077. Weapons don’t exist ina vacugee 
they're part of the living and breathing world, so our designs needed to be naturally 
embedded within Cyberpunk’s ‘kill-with-style’ dark future, complete with a “story” 
behind them, such as a manufacturer. 


Some of our weapon designs defy the framework governed by rational 

thinking — plastic, single-use handguns, thermal katanas, sniper rifles utilizing 
self-guided ammunition, or, say, a weapon with a built-in virtual assistant. No idea 

is too crazy for the world of Cyberpunk. We continued this trend with Phantom Liberty, 
paying special | attention to the world- building aspect of our designs. The colossal 
stadium atthe heart of Dogtown houses some particularly deadly equipment available 
for purchase. Moreover, Dogtown’s commander-in-chief, Kurt Hansen, is an arms 
dealer himself, leading us to create an array of extremely dangerous weaponry that 
we flooded the local black market with. 


- MICHAt KALISZ 
ACTING LEAD WEAPON ARTIST 
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SETTING THE STAGE 
I) 


Ny Q Cinematics in Cyberpunk 2077 area 


crucial part of the 


storytelling. During production, we set ourselves the 


ambitious goal of treating the player like another actor 


within the scene, instead of a simple observer, and providing 


an expressive toolset of interactivity (fram the player's 


perspective) and reactivity (towards the player’s actions and 


choices) to drive it all. 


It was a step towards merging gameplay and narration to 


create a seamless, player-driven ex 


perience that would still 


allow us to deliver gut-punching stories. Having this kind of 


goal is one thing. Delivering on it is another. First-person 


perspective narration is a unique an 


imal, and the approach 


we took was challenging each step of the way. Things like 


staging the actors to guide the player across the level, pose 


work that sells the emotions at a glance, facial performances 


that deliver exactly what we need th 
wait and react to player placement, 
dozens more - all difficult, all crucia 
wanted to tell. 


The common thread in them all? Kee 
Never breaking immersion. Treating 
like in theater, where the stage is all 


em to, the way our scenes 
choices, behavior and 
| in telling the stories we 


ping the player engaged. 
the player as an actor, 
around you. Cinematics 


in Cyberpunk 2077 and Phantom Liberty strive to do one thing 


and do it uniquely well: to tell amazin 
interactive medium we all love. 


—- PAWEt OCHOCKI 
CINEMATIC DESIGN COORDINATOR 


g stories in this crazy 


- NICOLAS CARDAHI 
CINEMATIC DESIGNER 
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SMOOTHER PERFORMANCE WITHOUT 
COMPROMISE —- DLSS 3.5 


The latest iteration of Nvidia's DLSS technology, DLSS 3.5 provides a 
massive boost to performance of the game even when rendered at the 


highest settings - including Ray Tracing: Overdrive mode (Path Tracing). 


DLSS 3.5’s features Ray Reconstruction, fueled by Al technology, that 
enhances the quality of ray-traced lighting in every scene. And what 
happens when you also add DL33 3.5’s Super Resolution technology, 
Deep Learning Anti-Aliasing, and Frame Generation into the mix? You 
can play Cyberpunk 2077 and enjoy cutting-edge path-traced lighting, 
improved image quality, and higher frame rates - all at once. 


For a game world as complex as Night City, this is a major technical feat 
and needs to be seen to be believed! 
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THE POWER OF THE LATEST CONSOLES -—- PERFORMANCE 


AND IMPROVEMENTS ON NEW-GEN HARDWARE 


With the Next-Gen Update, we shifted our development focus to Xbox 
Series X|S, PlayStation 5 - alongside PC. This allowed us to develop full, 
native new-gen versions of Cyberpunk 2077, taking full advantage of the 
power of the latest consoles - and it also meant that Phantom Liberty 


was developed for PC, Xbox Series X|S, and PlayStation 5 from the start. 


Here's some key tech improvements made to the game on consoles. 


> Ray Tracing Modes - Available on Xbox Series X and 
PlayStation 5, Ray Tracing Mode introduces local ray traced shadows 
and prioritizes visual fidelity. Thanks to hotfixes and patches, 
performance and input lag was improved to make ray tracing even 
more viable in general gameplay. This mode targets 30 fps with 
dynamic 1800p scaling. 


> Performance Modes - Available on Xbox Series X|S and 
PlayStation 5, the Performance Mode toggle in the Video setting 
allows you to prioritize frame rate on these consoles, providing 
smooth gameplay targeting 60fps with dynamic 1800p scaling on 
Series X and PSS. On Series S, Performance Mode aims for 60 fps 
at 900p with dynamic resolution scaling in the ranges of 800p and 
1080p. 


> Quality Mode - On Xbox Series S, the Quality Mode toggle allows you 
to prioritize visual fidelity, with the game targeting a capped 30fps 
at 1440p with dynamic resolution scaling. 


> Other improvements - Focusing console development with new- 
gen consoles in mind also allowed us to make other improvements 
across different updates, with highlights including: 
> Faster loading times thanks to the SSDs native to new-gen 
consoles; 
> Balanced HDR to provide parity across all platforms; 
> AMD FidelityFX Super Resolution 2.1 support on new-gen 
consoles (including Xbox Series S) - boosting FPS, making 
targeted frame rate more stable and achievable even at 
higher resolutions. 


si) 


01 02 03 04 
Win WL TMA Te NEW Wel NIA el ve CHROME, PAINT, UNFORGETTABLE 
EDITION VEXTURES & IPSS FACES 


Te eee 


FROM ASPIRING BRAINDANCE STARS, doomsday prophets, 

and mysterious monks to calculating scientists and loyal nomads, the 
people who you meet all have their own lives and goals. As V, you'll meet 
friends, allies, and enemies during your journey in Night City - but it’s 
your call as to who you'll want to keep close. In this section, we'll cover 
the biggest movers and shakers that V will encounter during their 
Journey into the underbelly of Night City. 
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JOHNNY AND V’'S RELATIONSHIP 


After working on Cyberpunk for the last seven years of my life, it’s always the 
little things that stay with you. There’s one secret path for V, hidden at the 
crossroads. If the player said the right things at the right time and waited long 
enough for others to coalesce - just maybe, they can take their life into their 
own hands and go together with Johnny for one last ride into the depths. 


But... this ending and opportunity for the player didn't exist at first. Call me 

an unreliable narrator, but | remember discussing our quests with other 
designers and someone saying like “It would be amazing if V and Johnny could 
go through the front gates, hand in hand, a crazy stunt to save everything 
and everyone that matters.” Moment passed. | asked, “Well, could we do that?” 
People looked at each other, unsure. 


Until my amazing friend and colleague, Senior Quest Designer Eero Varendi, 
came to me later that day and in a conspiratorial tone said, “I'll do it”. We worked 
on it bit by bit between our other quests, keeping at it until we had something 
presentable and showed it to leadership - and then it was officially in the game. 


And that’s how we have this hidden curio at the end of the road, by sheer will 
and a lot of talent. A detail | love: security’s reaction to V’s appearance. At 
first they are surprised but aggressive, confident. But the longer the mission 
goes, the more bodies that lay bloody on the granite floors, the more scared 
and terrified they become. It’s all custom, so we could direct their reactions 
exactly how we wanted. And that fear, this “why is she not dead!?” echoing 

in their skulls, the idea that they are responding to the player's bleak, almost 
mythical refusal to die and give up iS awe inspiring, and encapsulates the 
whole game's theme very well. 


— PAWEt OCHOCKI 
CINEMATIC DESIGN COORDINATOR 
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JOHNNY SILVERHAND 


By 2077, Johnny Silverhand has been dead for over 50 years, but that 
doesn't stop him from being one of V's closest companions throughout 
their adventure - whether he’s welcome or not. Johnny is one of Night 
City’s most iconic and controversial entities; a legendary rockerboy who 
gained traction as the frontman of chrome-rock band SAMURAI, he’s 

as anti-corpo as they come and his grudge against Arasaka knows no 
limits. Now that his digital construct is stuck inside V’s head thanks to 
the Relic, Johnny finally has the chance to finish what he started back in 
2023 when he detonated a tactical nuke inside Arasaka Tower. 
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GORO TAKEMURA 


From navigating childhood in the gutters of Tokyo to surviving through 
countless conflicts as a loyal Arasaka soldier, Takemura’s career 
peaked when the CEO of Arasaka Corporation himself, Saburo Arasaka, 
made him his personal bodyguard. Yet Takemura’s career tanked when 
Yorinobu Arasaka accused him of failing to prevent Saburo’s murder. 
Exiled from the organization he'd given his life to and with bounty 
hunters on his trail, he must start out once again on the streets, 
without his implants, in order to right the injustice that caused his fall 
from grace. And there’s only one person he can put his trust in: V. 


JUDY ALVAREZ 


Judy is Night City’s most talented braindance technician. She edits 
virtus with an artistry that’s sorely lacking from the wider BD market, 
operating out of the basement of Lizzy’s Bar - HQ of The Mox gang. 
Judy's fierce independent spirit means she’s always one to fight back 


against injustice, no matter how outspoken or outgunned she might be. 


PANAM PALMER 


Panam is a nomad, one of the Aldecaldos; a tight-knit family of roving 
free-spirits - though by adoption, not birth. When V meets her, Panam’s 
left the family behind and taken on work as a mercenary, the kind of 
entanglement with rotten-world corporations and cyberpunks the 
Aldecaldos deliberately shun - and the kind of life that might leave a 
person like Panam wondering where her heart truly lies. 
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COMEDIC TIMING WITH TAKEMURA 


My favorite moment is a small one - when Takemura waits 

S N for V at Wakako’s, the Westbrook fixer. When V arrives, they 
witness a funny conversation between Takemura and an 
elderly man who sits by the entrance. 


This tiny scene is one of my favorites because it’s something 
you can laugh at. The conversation between the man and 
Takemura is small and strange, and the player can add to the 
chaos by leading Takemura down an embarrassing rabbit 

hole. What's key to this scene is timing, playing with silence 
and pauses to amplify the comic nature of the scene. It was 
crucial to find the perfect length of the pauses between a few 
key lines. They couldn't be too long or too short - we're talking 
a difference of literally 25 milliseconds. The line between a 
funny or boring scene turned out to be incredibly thin. 


| have to admit | was incredibly proud during the review 
process of this scene, when V reacts with a drawn-out 
“Wow...’, all of the leads burst out into laughter. 


- SZYMON StOWIKOWSKI 
CINEMATIC DESIGN COORDINATOR 
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RIVER WARD 


A life-long cop who always tries to do things by the book; but after too 
long, trying to avoid compromises while working in a compromised 
system has left River searching for answers outside of the usual NCPD 
channels. His difficult childhood makes him fiercely protective of his 


sister and her three children. 


KERRY EURODYNE 


Former bass player of SAMURAI, Kerry still bears the scars of his days 
playing alongside Johnny Silverhand. He’s been through a lot since then, 
with a solo career that delivered him to superstardom and a high-tech 
mansion in the hills of North Oak. And yet, he still defines himself by the 
could-have-beens and shouldn’‘t-have-beens of his time at Johnny's 
side. 


ROGUE 


Rogue is one of the OG cyberpunks, kicking ass since before 2020 and 


still doing it in 2077. As arebellious teen, she knew the stiff hierarchy 
of gang life wasn’t for her and set out on her own. Then she ran into 
Johnny Silverhand. Their intense romance endured twists and turns 
before ripping apart in a violent and spectacular fashion. After Johnny's 
death, Rogue hung up her weapons and moved out of the direct line 

of fire, using her contacts to become a fixer. Now she’s “Queen of the 
Afterlife”, and someone who could be of immense value to a merc in V's 
position. 
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YORINOBU ARASAKA 


Saburo Arasaka’s younger son was groomed from birth to one day take 
the helm of the family corporation. However, the night he graduated 
from college, he and Saburo got into a heated argument. This father- 
son spat prompted Yorinobu to turn his back on his family, form a gang, 
and seek revenge on the Arasaka empire. But revenge was impossible - 
from the outside. Eventually, with Hanako’s help, Yorinobu eventually 
ended his exile and returned to the family fold. Though he is no longer 
the heir apparent, he nevertheless remains a person of great influence. 


HANAKO ARASAKA 


Saburo Arasaka’s youngest child and only daughter. Born when 

Saburo was already eighty years of age, she became the apple of his 
eye. Fearing she would get beaten and bruised in the many Arasaka 
Corporation backroom brawls, he chose to keep her in a gilded cage 
rather than prime her for the family trade. However, this prison of over- 
protection could not contain her spirit. She became a skilled netrunner, 
eventually assuming powerful roles as keeper of company secrets and 

a trusted representative of her father’s interests. Yet, in the wake of 
Saburo’s death, all she’s ever known threatens to unravel around her. 


EVELYN PARKER 


Cunning and mysterious - a dangerous mix, especially when you're 
trying to navigate the world of shady deals with Night City fixers. Evelyn 
always makes a point of being the cool and collected one, elegantly 
dressed and always playing the role of puppet master - and never 
scared to make a risky play of her own. But beneath that seemingly 
impenetrable exterior lies a vulnerability she’s desperate to conceal. 


08 
THE MUSIC 
OF CYS ERPUNK. 2077 


og 


THE CYBERPUNK 2077 
UNIVERSE : 


See ar 


2 2 oe 9 


47 


CC eee 


01 02 03 04 


THESRIET IMATE NEW TOP NIGH 7 went ¥? CHROM Eee Aina UNFORGETTABLE 


EDITION VEXUUIRIES ts PIXELS PACES 


Og D EW Ele Dae R 
HG Hib iGes ih 


41 Wes 0 0 


ART_456 


LOCALIZING STAR TALENT 
ACROSS THE WORLD 


In certain countries, famous screen actors like Keanu Reeves 
g Y or Idris Elba have one VO talent who dubs all their roles in TV 
or movies; in others, there are a few VO talents. In general, 
we always take this into account and usually either hire such 
talents directly - like Luca Ward for Keanu Reeves in Italian 
or Benjamin Volz in German, as they have dubbed Keanu for 
years and could pull off a great rockerboy easily - or at least 


invite them for live auditions. 


The latter was the case for Johnny Silverhand in Russian, for 
example - Keanu has had a few different VO talents dubbing 
him in Russian over the years, so we invited the three best 
talents for casting along with Some other actors. In the end, 
we went with Ilya Bledny - he hadn't dubbed for Keanu before, 
but after seeing his performance as Johnny Silverhand, 

we simply couldn't go with anyone else. Movies and games 

are very different mediums, so sometimes it can be more 
beneficial to cast a different talent if they better fit the role 
in-game. 


— ALEXANDER RADKEVICH 
EXPERT LOCALIZATION PROJECT MANAGER 
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ROSALIND MYERS 


The former CEO of Militech, now President of the New United States of 
America — a democratically elected position, but her deep military ties 
certainly don’t hurt. Myers may be in her third time in office, but that 
doesn't mean she’s forgotten how to handle a weapon; at heart, she’s 
still a soldier who knows how to fight for survival when the situation 


demands it. 


MR. HANDS 


Night City’s most mysterious fixer who has his own designs for 
Dogtown. Hands may act like a smooth-talking gentleman, but don’t be 
fooled — his every move is calculated to bring about maximum profit 

for himself. Few ever see his face, but he’s been building his web of 
connections across Dogtown for some time. Hands is an ambitious man, 
one who has no love for the limelight — but a certain desire for power. 
And it seems Dogtown is where he’s chosen to expand his control. 
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KURT HANSEN 


The self-proclaimed leader of Dogtown, who carved out this patch 
of land for himself during the Unification War. When the NUSA chose 
to retreat in the face of Arasaka’s forces, he saw an opportunity 
and stayed behind with the remaining Militech troops, who eventually 
became the first Barghest soldiers. Together, they transformed the 
Combat Zone into a lawless, taxation-free haven for society's worst. 
Hansen funds Dogtown from the profits of his large-scale smuggling 
operation, and maintains his control with an iron fist. Despite this, 
people who meet him are disappointed to find he’s nothing like the 
bloodthirsty warlord of their imagination. His sharp gaze and subtle 
method of gaining the upper hand in conversations have helped him 
maintain his rule for a decade. 


AURORE & AYMERIC CASSEL 


Twin netrunners for whom morals are interchangeable with money. 
Aurore is the louder of the two, always ready for a good time especially 
when there’s a life or two on the line. Aymeric is the quieter, but that’s 
no reason to underestimate him — that cool exterior belies his sharp 
and ruthless nature. The Cassels take their business around the world, 
wherever there happens to be a good payout. Their fruitful career 

has garnered them enemies on both sides of the Atlantic, but it hardly 
seems to bother them -— they both love to live life in the fast lane. 
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PHANTOM 
LIBERTY 


THE EXPANSION TO CYBERPUNK 2077, PHANTOM LIBERTY 
will see you face off against ruthless arms dealers, greedy netrunners, 


silver-tongued politicians, and veteran spies. This full-fledged, nail- 
biting adventure offers an expansive story featuring difficult choices 


that'll leave you mentally spent and morally challenged. But that’s not all; the 
expansion also introduced a slew of additional content, including a whole 
new district, new quests and contracts, a new skill tree and new abilitiés 
as well as repeatable activities within Cyberpunk 2077's open world. 


In this chapter we'll take a closer look at what Phantom lfberty-has-to 
offer, as well as why it’s one of the most intense vide game adventures _— - a 
available — and one you won't soon forget. oath 
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CYBERPUNK, ARMS DEALER, 
NETRUNNER, SPY 


If you want a drink at the Afterlife named after you, don’t become a spy. 
Why? Spies live and die in the shadows, away from the blaze of glory 
most, if not all, cyberpunks seek. Their path’s a lonely one, paved with 
nothing but half-truths and lies — their biggest ally and their deadliest 
weapon. Mistakes are not something they learn from, but reasons they 
get zeroed. Still want a taste of this world? Good, because Phantom 
Liberty plunges you into the very heart of it. 


Your mission in Dogtown will be an emotional rollercoaster, and one of 
the craziest and most intense jobs in your cyberpunk career. Just like 
the Cyberpunk 2077 base game, Phantom Liberty doesn’t shy away from 
exploring difficult subject matter throughout its touching and balanced 
tale about trust and redemption. 
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FEDERAL INTELLIGENCE AGENCY 
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= y My favorite Phantom Liberty quest by far is “You Know My heb 

. Name’. It tells the story of V infiltrating one of, if not the most, 

O 2 : , : 

_ guarded places in the entire district of Dogtown. The amount 

w . . . 

= of effort put in by so many phenomenal artists and designers 


to create the illusion and atmosphere of a prestigious party 
featuring Night City’s elite was absolutely outstanding. | adore 
it for being able to reference a bit of Metal Gear Solid, mix it 
with James Bond, and infuse it all with our cyberpunk style. 


The people you encounter and eavesdrop on, the music, the 
way you mingle with the crowd — we had to get all of this right 
to create the feeling of being a James Bona-type spy. And all 
of these interactions and moments gave us a way to further 
enhance our worldbuilding in a natural way. 


With the James Bond reference in the title, we couldn't 

omit one important thing — the casino. V is tasked with a 

very peculiar mission: interacting with and performing a 
personality scan of twin netrunners. We knew from the 
beginning that the perfect occasion for that is inviting them to 
a game. What game was a different question. Poker was too 
complicated, as we had no time to explain all the rules. There 
was an iteration including a Chinese dice game — Cho-Han. Its 
complicated execution and not having enough dialogue time to 
create a tense atmosphere between cup throws caused us to 
Skip that idea, too. As you all know, we ended up with roulette, 
which allowed us to time the dialogues properly between 

the bets. The sound of a ball rolling around creates enough 
tension on its own, and once your marks start suspecting 
things and asking about you... 


—- KONRAD CHLASTA 
QUEST DESIGN COORDINATOR 
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Despite working on wfor the last seven years, the new base game 
5 ending that we added with Phantom Liberty is something that 

will stay with me for a long time. We spent a long time searching 

for something that felt right, a bit like another quest | worked on, 

“Scenes From a Marriage” from the first expansion to The Witcher 3: 

Wild Hunt. 


Still, it ended up an emotional rollercoaster, with my favorite scene 
with Johnny across the whole game. Even if you did not end up 
liking each other, at the end of the day you can try and say goodbye, 
forever thinking what could have been in another life. | love that we 
were able to finish the scene with our eyes closing, with sounds of 
Night City — like a whale singing across a dark ocean — fading away 
as we slide into nothingness. 


| knew the new ending will be divisive, but for me there's hope in it, 

a stark realization that people around you have their own stories, 
despite how insignificant they can feel while walking by on the 
pavement. Sonder, that’s the word for it. Things change, and we 
need to change, too. Some relationships leave deep scars, despite 
lasting just a few good and bad moments — and still, we need to move 
forward. Maybe Night City is the wrong city, and we were the wrong 
people all along, but... maybe not. Maybe we just need to stop looking 
back, and start looking at what's around us now. 


— PAWEt OCHOCKI 
CINEMATIC DESIGN COORDINATOR 
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RECONNAISSANCE BUREAU 


FIA Verification Code + ag 


RECONNAISSANCE REPORT: 
DOGTOWN - RISKS & OPPORTUNITIES 


ION TRESR ON A LE eA CN Ade Yes: 1S 

As territory outside of NUSA jurisdiction, Dogtown is designated as a high-threat location and a ground zero for a potential 
humanitarian crisis in the area. The security of residents of unknown territorial and administrative affiliation has been 
determined to be “alarming” and may constitute the basis for action by the NUSA government. However, in doing so, we would 
be risking retaliation from Barghest forces, whose scale Is difficult to evaluate with any certainty. 


Dogtown is highly fortified — any military action carries with it high loss of life potential. Infiltration is, however, a possibility — 
since Dogtown features no proper government or means of control over basic aspects of living, with corruption running 


rampant throughout. It will be fairly easy to slip in unnoticed and act with discretion. 


Residents of Dogtown have no clear-cut social or political views. What might pose a problem, however, Is the state of apathy Note #3301 
they find themselves in, which leads to social stagnation (we're observing a similar phenomenon, although on a much lesser 
scale, over in Night City proper). From: J.B. Smiley, Classified Net Operations HQ 
suUMMA RY The latest observations of active foreign protocols 
The report confirms preliminary analyses from last year, indicating Kurt Hansen as a direct threat to the New United States gathered by us and NetWatch point toward an 
of America, as well as the mass scale of illegal merchandise trade in Dogtown. unauthorized attempt at making contact with a unit 

or units stationed in Dogtown. The nature and status 
There is no doubt that Kurt Hansen bears ill intent towards the NUSA, and the actions of his paramilitary organization are of the call remain unknown, with seemingly no way of 
aimed against law enforcement and bodies of public administration. digging deeper into the matter. 
Chances of infiltrating Hansen’s organization are slim and incurring a shift within Barghest’s leadership via internal conflict The leads we managed to pull point toward Washington. 
is highly improbable. It seems like any change in Dogtown is only possible through means of a random event — though it would Something's afoot. Gotta be. 
be naive to expect a street merc to overthrow Hansen and turn things around down there. 
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“WE WANT EVERY LANGUAGE VERSION TO SOUND AS IF 
IT WERE THE ORIGINAL,” - this is the central premise behind 


the Localization team’s efforts, and there sea lot of work necessary 


to make that goal a reality. We sat down with the team to learn about 
what it takes to authentically localize a game with as much text as 
Cyberpunk 2077, from the hundreds of songs that quests take their 
names from to the groan-inducing jokes Jackie tells. 


- 
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INTERVIEW WITH THE LOCALIZATION TEAM 
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CAN YOU WALK US THROUGH THE TIMELINE OF 
LOCALIZING A GAME? 


It all starts with our Business Development team, who determine which 
languages we will have in the game and in what capacity (VO language 


or text-only). Then we start with high-level planning: 


> How big the game will be, i.e. estimating how many words and 
dialogue lines it will contain, 


> How many months we would need to spend on localization (start date 


and deadline), 
> What our milestones will be: 
> When to start English VO recordings 
When to start VO language translation 
When to start VO recordings for other languages 
When to start text-only languages 
When to have pickup sessions 


VUVV 


When to start Localization QA, etc. 


Once we have a general plan in place, we look into localization 
partners - who we will be working with on the project. Our rule is to 
have one partner per language. At the same time, we also continue 
working on our localization tools (improving functionality and making 
them more robust), start gathering reference materials (project 
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synopsis, quest designs, story beats, character descriptions, glossary, 
etc.), adapt Polish into English (continuously!), and work together with 
other teams and disciplines to ensure all language-related aspects are 
taken into account. Want to add Spanish graffiti to the game? Ask us 

to come up with the text content. Want to give your new weapon a cool 
Japanese name? Ask us to create one. Adding a French character to the 
game? Have a chat with us about it. We actively participate in the design 
process wherever linguistic or cultural consultation for any language is 
required, and we stay on top of all aspects of the design to make sure 
we provide the best possible linguistic experience for our players. 


A lot goes on behind the scenes before we even get to localization itself. 
We usually break the localization stage down into the following steps: 


1. Cast all the major characters - first in English, then in all other VO 
languages. 

2. Prepare English dialogues for recordings. 

3. When the dialogues are ready, start the main recording session 
for English. This takes a few months, and we do it in stages, usually 
breaking the material into smaller parts (i.e. by quest). 

4. Start other VO language recordings - their translation and recording 
happens with some delay (a few weeks) after the English VOs. 

5. Finish the main English VO recording session and prepare for the 
first round of pickups - once we've recorded all VO content, we start 
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checking it in-game and iterate further on the quest design, adding 
and changing things, etc. 

6. After that, we basically repeat steps 2-4, but on a smaller 
scale (pickup sessions are smaller in volume, but more closely 
supervised). 

7. Around the pickup session stage we start working on text-only 
languages - since they don't have voice-overs, it’s a little bit easier 
to work on them and they need less time than VO languages. 

8. When we have most of the content localized/recorded, we start 
Localization QA - usually before the pickup session starts so that 
we can rerecord our mistakes during the session as well. This also 
happens in stages, at least two (main LOA and regression, to check 
for fixes and to make sure that there is nothing missing, etc.). 

9. Finally, we continue testing the game until the release itself, finding 
missing stuff, adding new stuff, fixing bugs, polishing the text, etc. 


The main challenge here is that all these phases overlap with each 
other: we start translating before the scripts are finalized, we start 
recording when not everything is written and translated, we start 
Localization QA before we have everything recorded, and so on. We 
juggle multiple processes at the same time and don't see the final and 
ready product until the very last moment. 
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LOCALIZING CHARACTERS 


: | 
| wt < f 
SPANISH - We tried to achieve a distinct character voice through FRENCH - It was a Surprising challenge to find French-speaking 
actor selection where possible: Japanese characters were played by Japanese voice actors in Paris. While we did manage to cast Japanese ¢ 
Japanese actors, Mexican characters were played by Mexican actors voice actors for Hanako, Yorinobu, and Oda, it was more complicated for : # ad ®t. : 
al ; 


(possible thanks to our collaboration with a Mexican studio), while the 
French characters Aymeric and Aurore were played by a French and a 
bilingual actor respectively. But even though the specific talent plays a 
big role in how the characters are portrayed, ultimately we find it’s a 
deep study of their personality, attitude, and behavior that fleshes them 
out the best. 


JAPANESE - Our team was faced with some particularly interesting 
challenges when localizing Cyberpunk 2077. Take the base game side 
job “Big in Japan,” which features the quirky, heavily accented character 
Haruyoshi, who was based on a Japanese character from the TV show 
The Office. Unfortunately, the show isn’t as well known in Japan and all 
the other characters in the game spoke Japanese to begin with - we 
couldn't just give him a Japanese accent. We had to find a different 
way. We decided to pepper his speech with simple, often broken English 
words to give Japanese-language players a similar experience as their 
English-language counterparts when interacting with him. We took 

a similar approach with Takemura; instead of giving him a Japanese 
accent, we wrote his lines in a more traditional Japanese style. This 
allowed him to stand out from most other characters in the game, who 
tended to use colloquial, “modern day” or 2077-style Japanese. 


Takemura. We ended up going with a hybrid solution: a French voice actor 

(Martial Le Minoux) voiced his lines in French, while we used the lines 

from the English version of the game (voiced by a Japanese voice actor) 

when the character speaks in Japanese. The decision was also made to 

have Martial emulate a Japanese accent in French. He was briefed on 

how to do a believable accent that would not sound comical or offensive : 
and a member of the Localization team was present for all his recording — 
sessions to help correct and adjust the accent when needed. This made 

the recording process for Takemura in French much slower, but the end 

result was well worth the effort. ~~. 


RUSSIAN - As with French, casting Japanese characters posed a 
similar challenge. We tried two Japanese-born talents that spoke Russian, 
but unfortunately they came across as more comical than serious, so 
instead we opted for Russian talents who spoke Japanese. We were 
also incredibly lucky that our chief editor, Yuliana Brezhneva, spoke 
Japanese herself. We recorded all of Takemura and Yorinobu’s Russian 
lines first, then organized a special session to record Japanese lines 
only, during which Yuliana was present and assisted our talents with 
Japanese pronunciation. However, we weren't able to find an actress 
whose Japanese was at the appropriate level, so we used Hanako’s 
original Japanese voiceover and found a sound-alike who voiced Hanako 
in Russian (same as with Martial Le Minoux for Takemura in French). For 
other characters like Jackie or Placide, we tried to reflect their Mexican 
or Creole origins by sprinkling in words from their native languages. 
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A LOT OF QUESTS IN CYBERPUNK ARE NAMED AFTER 
SONGS - HOW DO YOU LOCALIZE THE TITLES TO OTHER 
CULTURAL CONTEXTS? 


To answer that fascinating question, we have to go all the way back to 
the start and walk you through how we internally name quests. When a 
quest starts to be designed, it receives an identifier which consists of 
quest type and number, for example: 

> qQ03 - main quest #3 

> sqOQ06 - side quest #6 

> mgqO024 - minor quest #24 


This allows us to create a quest structure and allows everyone 
involved in the design process to refer to the same quest without 
having to remember a specific name. Once some time has elapsed, 
the quest receives a debug name. These are usually 1-2 words that 
describe the quest as briefly as possible. For example, the first quest 
in Phantom Liberty was called “q301 Crash,” because, well, it’s about 
Space Force One's crash in Dogtown. 


Our Story team then comes up with Polish names that are connected 
with the quest itself - for example, “Life During Wartime” was called 
“Passenger” in Polish, because in the quest you need to reach Hellman, 
who was a passenger in the AV you took down with Panam. At the same 
time, our English Adaptation team together with other folks brainstorm 
song titles for main and side quests. First, they gather suggestions 
from songs from the quest designers themselves, then they work 
primarily with our Franchise Content Strategy Lead Patrick Mills to 
narrow down alist of song titles that a) reflect the content of the 
given quest, b) sound good as individual titles and c) are songs Johnny 
Silverhand would theoretically know and appreciate (in our opinion, of 
course). Our rule of thumb was that Johnny would know songs released 
by the early 1990s, although we did make exceptions. 


So, we end up with three categories: Debug names, Polish names, and 
English names (usually song titles, but not always). We would then give 
these to our localization partners and ask them to consider how they 
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would proceed with their adaptation. As a result, we ended up with 


seven different approaches. 


1. Polish names as base - this was approach taken by Czech, 
Hungarian, Russian, and Thai (and later Ukrainian) - we would take 
Polish quest titles, translate them into those languages to see if 
they would fit the quest, and if not, we would come up with some 
alternative titles, usually through some quote from a quest, a pun, 
alliteration, or similar catchy reference. In those languages, most of 
the English song titles were not well known enough for the players to 
understand their meaning, so keeping them in English was definitely 
not an option. Translating from English also wouldn't have worked. 

2. Use English song titles - this was the case in German, French, 
and Italian. In these languages we left the English titles without 
any changes, since the songs themselves were well known to local 
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audiences and contributed to the game's rockerboy flair. Non-song 
titles were simply translated from English. 

. Use English song titles, but add local translations to them - this was 
our approach for Japanese and Korean, so their quest names would 
have English names together with additional translation to illustrate 
the song’s meaning. 

. Come up with local song titles - this was done in Spanish, LatAm 
Spanish, and Brazilian Portuguese. Those languages have a lot of 
regional rock/metal songs, so they replaced all English songs with 
local ones. It was quite a challenging task to come up with hundreds 
of different song titles, but they managed it. We actually thought 
about doing the same for Russian and Hungarian, but ultimately 
decided against it, since we couldn't find enough rock/metal songs 
recorded before 1992 that could fit the game and its quests. 

. Simply translate English song titles - this was done in Turkish, 
which we thought would be the most suitable approach. 

. Find some middle ground between English and Polish - this was an 
approach taken in Traditional Chinese and Arabic. In Traditional 
Chinese, some songs had established translations which were 
usable, but for others they would follow Polish and find some 
idiom/pun that would work for a quest. Arabie would have both 
translations (one from Polish, one from English) and then choose 
whatever would best fit a quest. 

7. Simplified Chinese had the most special approach, with three key 
points: a) the most famous songs like “Knockin’ on Heaven's Door” 
would have proper Chinese-English translation; 2) less famous 
songs would have Chinese rock ‘n’ roll song titles known to Chinese 
audiences that contained the same meaning and intention as English 
songs, 3) the rest would have Chinese translations that would come 
from English or Polish quest titles. 


There were many different approaches to the localization of quest 
titles and it took a lot of time and effort from our side and from our 
localization partners. This is why creative adaptation is so important - 
all languages are different, and what works In one would not work in 
another. One needs to always take that into account when localizing 
games. 
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WE'RE GRATEFUL FOR OUR COMMUNITY, from the incredi 
they share with us to the passion they have for our games. WitHYthe pélease of 
the Ultimate Edition, we wanted to invite two of our community managers to talk 
about the journey they've shared with our community, including their favorite 
moments, how they pick contest winners, and the community-driven initiatives 
that have wowed them the most. Let’s let them take it away! 
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FO =WALKER 


—- ’ 


3 


lt i —— de | 
ea eer oe ee oe 
a —-— al Th = | 

‘ | y Ff 


5 


IF TO Narrow Gow ‘ne SUDMISSIONS to J 
The plan was to organize a Grand Fi 


but unfortunate 


be years before ol 


nn Bm fe ‘ 1 cc 
yjlanned to have a grand finale in our saw 

but unfortunately, due to the | 
20, we ran a Case Modding con’ 


the pandemic, we had to do it in | 
ease in that setback we en 
test titled “Cyber-Up Yt : 


munity was burstil 


¢ )a series \idde 
sages, puzzles, and mysteries that continued (with breaks) until 
g conclusion, where winners this year. The entire project v 
were decided by mere fractions of points! 
burstin i cussions 

s about requirements, and “gearing up’ f 


a 
J 


oT 
£ 


Fr. a — 
On 

, a 7 
ae ry | i 
Men tN 


ur 
2—-0 


"A 


S- 


~~ NE ' is 


=a 


' 
a 
tM. 
Wy 
a. r 
| 
tne | 
7h T 
ta ls 
Wal r 
— 
bs 
Hein 
a 4 
. af 
P ' 
“E 
. 
a 21, 
5 
a | 
a. a ‘ 


Te 


i i aie pe i a aaa—E_ EEE! 


01 02 03 04 o5 06 07 os og 
en = Pepe ANOS NEO ONG TC ieee Cre OME, PAN TT UNFORGETTABLE PARPACNGT Ov TEE Raley a wie! COMMUNITY Tile MUSHie Wins (ABE I TPWIN I 210) 7 7 
EDITION TEA TURE S4@aP XOEISS FAGES LOCALIZAT IQ AG VEG ils OI CYNE II WINI< lll 7 UW) IN UW 12 IR Sle 

CC ETE _ - 


IN AN OPEN WORLD, MUSIC SERVES MANY 
PURPOSES, from worldbuilding and atmosphere to 
deepening the level of immersion during a crucial moment 
in the story - or simply underscoring the quieter moments 
of reflection. Music has always been an integral part of our — 
games and the stories we tell. From the beginning, itwas 
clear that Cyberpunk 2077 would be our most ambitious use 
of music to date, across both our original score and the in- 
world music you hear on the radio. i q 
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CD PROJEKT RED AS A MUSIC PUBLISHER 


Night City as a setting opened up a world of possibilities when it comes to in-world music. It 
features a melting-pot society where cars are the primary form of transportation and technology 
and freedom of expression intertwine in many different ways. With this, we knew that music would 
be a powerful way of making Night City, this dark future megalopolis, come to life even more. 


Instead of simply selecting and licensing music to suit the mood of the game - creating radio 
stations featuring a mix of Known or released music - we approached the in-game radio stations 
and the artists featured within as a key part of the world. As a result, Cyberpunk 2077's radio 
soundtrack almost entirely comprises original music from some huge industry names, and each of 
these artists are presented as musicians from the world of the dark future (e.g. “Run the Jewels” 
are transformed into “Yankee and the Brave’). 


By doing this, we were able to ground the music into the history and soul of Night City, reflecting 
its wide array of tastes, creative outlets, and styles. It acts as a natural part of the city, closely 
tied to the society that inhabits it, and helps to immerse players even more as they drive its 
streets or happen across a radio pumping out tunes as they explore the city. 


It also means that CD PROJEKT RED has become one of the gaming industry's largest publishers of 
original music - all to serve storytelling, immersion, and creating a coherent and believable open world. 
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Want more of Lizzy? You can 

See her live on stage in the 

Black Sapphire during Phantom 
Liberty's main quest in a beautifully 
choreographed and produced 
performance - not to be missed! 
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THE SOUNDTRACK 


RADIO STATIONS & ARTISTS 


Across 14 in-game radio stations, you're bound to find the perfect track to suit the mood of 
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whatever you're up to in Night City. We brought in a number of well-known artists from across © 


the world to provide music for the game, so here’s a small selection of artists and tracks you can 


listen to as you explore - whether it’s in your car or walking around with your handy Radioport! 


SAMURAI (Refused) 

FEATURED TRACKS: Never Fade Away’, 
“Chippin’ In”, and more. 

Rock out with these legendary rebels on 
107.3 Morro Rock Radio! 


IDBY (Rat Boy) 

FEATURED TRACKS: Who's Ready for 
Tomorrow’, “Likewise”, “Here's a Thought”, 
and more. 

Vibe to the distinct rap/rock of the dark 
future on 107.3 Morro Rock Radio and 98.7 
Body Heat Radio! 


Yankee and the Brave (Run the Jewels) 
FEATURED TRACK: No Save Point”. 

Get down with this intense hip-hop duo on 
101.9 The Dirge. 


TELOS (ASAP Rocky) 

FEATURED TRACK: Flacko Locko”. 

Find this down and dirty rap on 101.9 The 
Dirge. 


Bara Nova (Nina Kraviz) 
Full DJ Set. Get lost in this moody and 
atmospheric set on 95.2 Samizdat Radio. 


Lizzy Wizzy (Grimes) 

FEATURED TRACK: Delicate Weapon’. 
Experience the aura of Night City’s biggest 
megapopstar on 98.7 Body Heat Radio. 


Mr. Kipper (Idris Elba) 

FEATURED TRACKS: Rolla’, “Choke Hold”, 
Full DJ set. 

Playing straight out of Dogtown, hear more 
from this elusive DJ and rapper on 107.5 
Dark Star - and hear his full DJ set on 99.9 
Impulse. 


Want to experience the majesty of a 

Mr. Kipper gig in person? You can see his DJ 
set somewhere in Dogtown during Phantom 
Liberty - but we'll leave you to discover how 
to find it. 
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THE ORIGINAL SCORE 


Cyberpunk 2077 and Phantom Liberty both feature custom original scores, created and produced 
by CD PROJEKT RED’s in-house composers: Marcin Przybytowicz, P.T. Adamczyk, and Jacek 
Paciorkowski - as well as Paul-Leonard Morgan (Cyberpunk 2077). Both scores were created 
with storytelling in mind, making sure that scenes, story beats, gameplay sequences, and quests 
all have meticulously crafted music to match what's happening on screen. 


Cyberpunk 2077's score is all about attitude, using a hardcore 90s thrust translated through the 
lens of the twisted future of the game’s world. Phantom Liberty took things to a different place 
with its spy-thriller tone, and required a new take on the foundations established with the base 
game’s score. The score for the expansion reflects the deep web of distrust and mystery that 

V experiences along their journey through Dogtown, and deeply reflects the complex and tragic 
relationships at the heart of Phantom Liberty's story - that of Reed and Songbird. Not to mention 
the deeply unsettling tones of the Blackwall, using folk vocals but distorting them more and more 
as the story reaches its conclusion. 


Like the in-game radio, our original scores are always crafted with storytelling in mind, with 
tracks closely tied to specific characters, their story arcs, different gangs in the city, key 
scenes, quests, and decisions, and more. Together, the original scores and the in-world music 
featured in this Ultimate Edition help to tell every story featured within it, utilizing talent from 
across the world, and an artisanal attention to musical detail from our own team. 


LISTEN TO OUR OFFICIAL SCORES ON SPOTIFY! 


> Cyberpunk 2077 Original Score 
> Cyberpunk 2077: Phantom Liberty Original Score 


And be sure to check out the official Cyberpunk 2077 Spotify Playlist! 
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Created in collaboration with the legendary Studio Trigger (Kill la 
Kill, Little Witch Academia), Cyberpunk: Edgerunners |s the first 
ever anime from CD PROJEKT RED. It tells a standalone, 10-episode 
story about a street kid trying to survive in a technology and 

body modification-obsessed city of the future. Follow the journey 
of teenage protagonist David Martinez. Riddled with debt in the 
aftermath of a personal tragedy, David makes a decision to enter the 
deadly underworld of Night City in order to take control of his own 
destiny and spit in the face of a city that has taken everything from 
him. He chooses to become an edgerunner — a mercenary outlaw 
also Known as a cyberpunk. 


The series was released on Netflix to critical acclaim, remaining in 
the top-watched list for several weeks. It went on to win Anime of 
the Year from the Anime Awards, among other distinctions. 
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CYBERPUNK 2077: NO_COINCIDENCE 


Written by award-winning sci-fi author Rafat Kosik, No Coincidence follows the story of aragtag group 
of strangers, including a veteran turned renegade, a sleeper agent for Militech, a computer nerd, a 
therapist, a ripperdoc, and a techie as they discover the dangers of Night City are all too real. 


Steeped in the lore and bleak reality of the dark future, this novel explores the hungry ambition that 
drives Night Citizens from all social strata. Available in paperback, hardback, and as an audiobook 
narrated by Cherami Leigh (the voice of female V), it’s an unflinching, adrenaline-soaked page-turner 
that proves the old adage: there are no happy endings in Night City. 


CYBERPUNK 2077 COMICS & GRAPHIC NOVELS 


Discover comic books and graphic novels set in the most dangerous city of the dark future, written 
by talented scriptwriters (including CD PROJEKT RED’s Bartosz Sztybor) and illustrated by renowned 
artists from around the world. Cyberpunk 2077: Big City Dreams even received the 2023 Hugo Award 
for Best Comic or Graphic Novel! For some insights into the visual makeup of the Night City, check out 
the Cyberpunk 2077 Art Book or The World of Cyberpunk 2077 for an even more in-depth look at Night 
City’s districts, gangs, and even vehicles and weapons. 


COMIC BOOK COLLECTIONS GRAPHIC NOVELS 
> Cyberpunk 2077: You Have My Word > Cyberpunk 2077: Big City Dreams 
> Cyberpunk 2077: Blackout > Cyberpunk 2077: Your Voice 


> Cyberpunk 2077: Trauma Team > Cyberpunk 2077: Where's Johnny? 
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CYBERPUNK 2077 X CD PROJEKT RED GEAR 


shop the merch of the dark future — from preem threads to the 
perfect accessories for an aspiring cyberpunk. In our GEAR store you'll 


find plenty of merch from the world of Cyberpunk 2077, Cyberpunk: 
Edgerunners, and Phantom Liberty, including figurines, t-shirts, 
hoodies, and much, much more. 


CD PROJEKT RED X ANONYMOUS CONTENT 


This year, CD PROJEKT RED announced the beginning of its collaboration 
with independent global media company Anonymous Content, known 

for producing Emmy- and Oscar-winning projects. The new project Is 

at an early development stage and has recently commenced searching 
for a screenwriter to tell a brand-new story set in the world of 
Cyberpunk 2077. 


PROJECT ORION 


Another game set in the Cyberpunk 2077 universe is on its way — 
currently code-named Orion, the upcoming video game will be created 
at CD PROJEKT RED’s studios in North America and Poland. Prepare to 
once more be transported into the dark future. 
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STILL NOT ENOUGH OF NIGHT CITY? WE MIGHT. 
JUST HAVE SOMETHING TO SCRATCH THAT ITCH. 


Cosplay Guides - If you're looking to dress up as V, Johnny, Panam, 
Songbird, or any other major character from Cyberpunk, check out 
these detailed guides to get all the detes, from their eye and hair color 
to the type of cyberware they use. 

Build Planner — Released alongside Update 2.0, the build planner is a 
great way to plan just what kind of merc you want to become without 
worrying about wasting any skill points. 

Tapes of Night City —- Some lofi tunes to accompany your adventure 

in Night City. This full eight hours of music pairs great with anything 
else that you might be up to, from curling up with Cyberpunk 2077: 
NO_COINCIDENCE to planning your next heist in Corpo Plaza. 

Night City Wire & REDstreams — Want insight from our devs into the 
game? Check out CD PROJEKT RED’s YouTube or Twitch channels for 
exclusive interviews with CDPR devs. Explore the lore of Dogtown 
with the narrative team, learn about interesting builds from gameplay 
designers, or cozy up for a longer chat between our community 
managers and the game director, Gabe Amatangelo. 


If you're not sure where to dive in, we ve created a handy guide to help 
narrow down a Starting point. 
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The city always wins. 
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